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CARTRIDGE 

INSTRUCTIONS 






* One Qr iwa playe-irs 


* Seie cl from four skill levels 

Plays if He the DONKEY KONG, JR™ arcade game! 



























GAME DESCRIPTION 



Mdrio™h?s locked up Papa Donkey Kong™, and Junior must 
hurry through a treacherous jungle to tree him. Racing 
against time, Junior climbs and swings across vines and 
avoids dangerous creatures, all to reach a flashing key to 
release his Papa. II Junior succeeds at this mission, the 
scene changes Junior must push keys ro the top of long 
chains, once again avoiding clever opponents. It he com¬ 
pletes this test, ha must climb the vines again — this time it's 
tougher! Then he arrives at Ihe highflying jump board mis- 
sion. Can you help Junior save his father? 
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GETTING READY TO PLAY 



F-LtVER I 
Controller 


^OtECOVIBIDN™ 

CONSOLE 


TV SET 


POWER 


S'JPPLV 


(.1- MI 


CABLE 


CHANNEL 


SELECT 


PLAYER 2 
CONTROLLER 


CARTRIDGE 

SLOT 


GAME 
CARTRIDGE 


* Make sure tire GOLECGVISfON™ consols is connected Jo 
TV and power supply is plugged into the console Then 
Plug the power supply into a 110/120 volt AC outlet 

■ TV should be on and tuned to the same channel as Ihe 
Channel Select Switch on the console. 

- To play tine-player DONKEY KONG, JR., 11 "'' use the con¬ 
troller in Port 1 (Ihe rear jack). To play twO-player DONKEY 
KQNG, JR, 1 '" U use bolh controllers. 

- ALWAYS MAKE SURE COLECOVISION™ UNET IS OFF 
BEFORE REMOVING OR INSERTING A CARTRIDGE. Turn 
Qir/Gn Kwilch lo On after cartridge is inserted. 
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USING YOUR CONTROLLERS 


CONTROL 

STICK 



KEYPAD 




IMOTE: For a one-player game, use the controller plugged imo 
FoiM For a two-player gamo, Player i uses the controller 
plugged into Port 1: Player 2 uses the controller plugged into 
Pori 2 

Using Buttons and Control Stick tor DONKEY KONG. JR. 1 '' 

1. Keypad: Keypad Bui tons 1-8 allow you lo seleclthe Game 
Option you want to play. Pressing Matter a game allows you 
to replay the same Game Option; pressing w after a game 
allows you to return to the Game Option screen. 

2 - Cur Urol Slick: The Control Stick controls most of Junior's 
movement on the screen 

Climbing: 

If Junto r is on a ■vine or chai n. pu sh in g the Co n 1 rol S tick u p 
causes Junior to climb up Pushing the Coni rol Stink down 
causes Junior to climb or slide down a Vine or chain. If 
Junior Is on a. vine or chain, pushing the Control Slick left 
or right makes Junior swing from vine lo vine or chain lo 
chain. 

Running: 

If Junior is standing, pushing the Control Stick left or right 
causes him lo run left or right 
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3. Side Buttons: Push ing either Side Button causes Junior to 
jump. H Junior is standing still when a Side But Ion is 
pressed, he makes a standing jump. If Junior is running 
when a Side Button is pressed, he makes a running jump. 
In hie Jump Board screen, Junior can make a running 
jump to the Jump Board, If you press a Srde Button just as 
Junior touches the board, he can make a super jump, 


HERE’S HOWTO PLAY 


NOTE: If you are playing a two-player game, players take 
turns. Player 1 begins, and each turn iasls until the player's 
Junior Is eliminated 

STEP 1: Choose your challenge. 

press the Reset Bullon, The Title screen appears on your tv 
W ait lor the Game Option screen lo appear it contains a list of 
game options, numbered 1-6. Select one by pressing the 
corresponding number button on either controller keypad. 

STEP 2: Start climbing. 

Junior stair Is In the lower lull corner of the jungle Make him 
jump lo one of the vines above him. Junior climbs two vines 
faster than he climbs one. But he can I climb through a plat¬ 
form. Keep Junior to the left of the first platforms, than help 
him run on r Watch out lor the Red and Blue Snapjaws pacing 
the vines and platforms as they search for Junior Touch a fruit 
directly above them to knock them out of play, 

STEP 3: Capture the key. 

Junior must capture the flashing key in the upper center of the 
screen, but Marro 1w sends Sriapiaw after Snupjaw to try lo 
stop him. Make Junior run, jump and climb lo the highest 
platform. Leap over the Snapjaws for points. If you miss the 
key and fat! onto Mario T1 \ your Junior is eliminated, and a new 
Junior must start all over again. 
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STEP 4; Bonus! 

While you're climbing, the Bonus Timer is counting When 
you reach the flashing key, the number appearing m the 
Bonus Timer is added to your score. But time can work 
against you II Junior tails to capture the key by the time the 
bonus runs oui he is eliminated! A warning buzzer sounds 
when time gets short. 


SCREEN 

UEVEL 

INQtCATOR 
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STEP 5: Chain champ. 

Wow that you've captured the Key, go on to the ne*! mission. 
Junior mu si push trfeys up long chains into locks to free his 
Papa, I tie Snapjews still chase Junior Bui Mario riU has a now 
trick, too: sending Nitpicker birds after Junior! These swoop 
down from Mario's 1U platform to catch Junior on chn chains 
Don't let the Nitpickers get Junior. And remember the biting 
Snapjaws. 



STEP 6: Second time around. 

So you think you're prelty clever? Surprise! It's time to climb 
the vines again — with more opponents to chase Junior 
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STEP 7: Bounce rigfit, bounce high! 

Finally, after your success on the second vine mission, it's 
time for the incredible jump board challenge! 

Again Junior s! arts in the lower (oft corn or; But tints time Me 
roust jump onto a jump board to begin his mission. Press the 
jump button whan Junior touches the board. It Junior 
bounces just right, he periorms a super jump! Try to lard 
on a moving pisiform., ihen jump to a moving cham. Don'i 
slam Junior's heart on a platform: that wifi hurt him! 



STEP 8 : Birds and eggs. 


Beware of the Stooky birds as you climb around the chain 
conveyer. In Skill Levels 2-4. Stookybirds drop eggs to elimi¬ 
nate your struggling Junior Climb above the birds and elimi¬ 
nate them with fruit. Swing to the far right to reach the highest 
platform. Then try tor (he key. if Junior lalls, he can grab a 
chain or bounce oft the ju mp board. Then try, try again! 

& 
















STEP 9: One more time! 

The jungle aelion gets wilder and wild nr The missions repeal. 
but each time, they're harder! How good are you? 

STEP 10: Starting over. 

Pressto replay the DONKEY KONG, JR. T|U Game Option that 
you have been playing Or press * to go back to the Game 
Option screen 

NOTE: The Reset Button on the console “dears'" the com- 
pnlsr. It can be used to start a new gams at any time, and can 
also be used in the event of game malfunction. 

SCORING 

Action Points 

Jumping over an opponent . .... H)0 

Jumping uver two or more 
opponents in a single |urnp.300 

Placing a Key in a lock 
{Chain Mission).200 

Picking a fruit, .. ...... 400 

Falling fruit eliminates 
opponanl., . ,.BOO 

Same falling fruit eliminates 
second opponent .. . .. , 1200 

Same lading fruit eliminates 
third or fourth opponent . 1600 

Bonus Points 

When you complete a mission, the Bonus Timer slops. The 
time remaining is added to your score 



Bonus Juniors 

You earn a bonus Junior when your score reaches 10,000 
poinls. g 













THE FUN OF DISCOVERY 


This in sl ruction boo Kiel will provide ihe basic iniormalion you 
need to get started praying DONKEY KONG. JR rM but it is 
only the beginning! You will find (hat this cartridge is full oi 
special features that make DONKEY KONG. JR.™ exciting 
every time you play E upon men I with dilierent techniques — 
and enjoy Ihe game! 
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90 DAY LIMITED WARRANTY 


OoIbdo wsriafiU iu vie onalnBl iohsyruar in Ca/iadi tr.pi wch rtfeo avn^i MlridK .| 
■nBnul££'_>Wi slnll ro '*-Jv lr:r- 1st::---,----?I6. s :s m - rm, nil winr hip gaifart Nvn 
N lr ufl.15 C cutClvmi ihkJh 1 r-.i'rn: -• hisi.ii.it ji*. 

I' ysxn c;irl i(jge la i Id tspef;Mc- proper^ DLfRl7s*C THE FmSTKJC^S^FIER ^yRCHA^t, 
n:‘i*Ti 11 p:-i Ihwi gi-riiMHi iinii Miiuitfil «lln vajr num. nsmabh. iikiiiI nr r'i^ (sara ar purchw* 
Il " l ‘ rsrjsc- _nu- : II..’ 11 .hlw'ti la COL.ECO [CANUA) U MILES. Customs service - 
ElKlrarFCS, 4£Q0 St Andr-siie Mcirfiffil, QjedBC CnnjM HUC ;c?| 

il ym.- mrlnaad 4 »^jnd loCei lactoiy ilelcctis*during ihs BrM &Cm»vs,i!*iii tattOilmd 
□r wplBcepj si 1 n; cos-1 eo yO-i ir Ihij sarlru^e is found 1o haw ceeri zcnsuiief dBniaaed ch 
nbdHicI HralltutTHoiQ >>MCQv#itd byUtt Will ifily.llMMi yn» willtM KhUM In WhllHtr :l in.. 
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Culucu'fr uHw uhd hCIunuu IibBiiIiIv *« iJufecIsi In nrjilmiil :n nl win fiiuiriililp ill *. 

I mined mrepener iq- v-rjmnt ;i‘ iia aujh^wod Gdeco Service Stowi end Ca.ECD viaii i r n o 
evfinl MiliiDt^r inc nlwl.til fiOr*«HHnlMl GDOt ^uhl fr iilVAt'iei dMimfn rhls -wallatilv 
cow re: oo' o*ne DtJetc id wen fw ccs: of ira^iponanon c'ser-ses n co’flKtiM *nh me 
ftcPir if Mpl&±£fri£hE of dfileilivt pf is 

IMS itO'tf.', 14 (W-Bllfl .1 tne dgiVhfc* 0* 04reel i ifiblc-J by dCCidgril uci ol tigd. 
or:une dbu.- unauUinrmsd allt'arcri a repair. ‘/an-Mfem h tiiiius 

Ttfc wnffnmy i$ rfldp lb any i“4r fluiftl i- vbjrrprtLk’ A fid p-iq apt <cr Ihr Igrqgp -g 

wurunly which a exBhisiuT Icien ia ri:> ciIIhk oxp'css (Ms* reply being rindl 

PleiH iM 4 ths Ci^r*n rAon,al GsreMly b«|Qie vS^a ■•-*) product ? H nnHunf.Wi 

amirs, tIoi ie ihc in^blesfceniins shK*- - it in iffl -Spnoi's mdhu* tor yft-,1 video 

system 

5bR VICE POLICY 

H yejr ndii'irlac requires Barren nlSu i-wpMt'Sn of Iho 9C [JAT | IMI1CD WMPAfJiY 
pw»od. CoIbgd will sarncB Hi* cam dee and pul i n «ofkma ccnddiori ic-piate I wii--j 
rbcnrdi:med unul (;lI our nplinnl pni tempi □! ygyr cdrtii pgd, rnsbign [ ■irc.yiil a nd ir*jred >.«— 
your cl'«ul in fFn» traini tfi i'Si-W ptyiy* lg COLtDO (CWiADAJ LlMmit 

Cp-kp‘ 5 w-ricc cbligetqn <**3 nni apply ro detects re ''0 nom eo„«i msuse ;r 
*Hiralloi>or in*ear ti<o|u. ■ H-« aaili'ikieit ’cure 'vhiivulunmwneu-i* da ■ i;j'i:Ji r al;uk*a 
inen you will be advises in anvarc-e of repair cosis. 

Please H ifiw t, la 5 atums |mi itii-jii arid rrli.~'i 

All IBtUHnB TjUSl 

bn- Graded ID' COLECO I CAN 4.0 AI LIMIT IS 

Cnlsiim Sinnci - ElKH 4 Hltf 

AD JO SI Amt reuse 
UonlnHi. QurbvTi 
Canada H4-C 3C4 
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DQWKEY KONG, JR,™toy Nintendo, Donkey Kong™, Donkey 
Kong, Jr.™ and Mario™ ore Trademorks ol Nintendo ol 
America, Inc. ® 1982 Nintendo of America, Inc, 

Package, Program and Audiovisual ■& 19S3 Coleco indus¬ 
tries, Inc. Amsterdam, New York 12010 


Printed in U.S.A. 







